As transmissions of data between mobile and embedded devices in multi-access edge computing (MEC) increase, data must be protected, ensuring confidentiality and integrity. These issues are usually solved with cryptographic algorithms systems, which utilize a random number generator to create seeds and keys randomly. Their role in cryptography is so important that they need to be generated securely. In this paper, a true random number generator (TRNG) utilizing FM radio signals as a source is proposed. The proposed method can generate random numbers with high entropy, increased by at least 118% and up to 431% compared to existing generators.
Introduction
As IoT (Internet of Things) environment becomes more common, the number of mobile and embedded devices in multi-access edge computing (MEC) keeps increasing. To secure cryptography algorithm encrypt/decrypt communication between these devices, it is necessary to generate keys and random numbers for those cryptography systems. For this purpose, two types of generators are in use: pseudo-random number generators (PRNGs) and true random number generators (TRNGs). PRNGs, widely used in modern cryptography systems, generate a sequence of numbers almost at random, but are not truly random. This is because the software methods in PRNG are deterministic, and the sequence of numbers are determined by an initial value and keys. Various mobile and embedded devices in multi-access edge computing are connected to the network as IoT develops, thus keys and random numbers need to be generated to transfer information between these devices. Generating a random number from an effective random number generator is very important because a lot of communication and information is being shared between electronics. Moreover, the generated random number should not be predictable, nor should it be generated by a third party.
To cope with PRNGs' weaknesses, studies have been carried out on TRNGs that can truly create random numbers using hardware methods [1] [2] [3] [4] [5] [6] . The main topic for TRNGs has been to find sources that are random enough to safely create seeds and keys. For example, Hennebert et al. used wireless statistics and physical sensors [7, 8] . Yoo et al. used the race condition in GPU (Graphics Processing Unit) [9] . Even though there were a lot more studies for better sources [10] [11] [12] [13] [14] [15] [16] [17] [18] [19] [20] [21] [22] [23] [24] [25] , they mainly considered the randomness of the source, not focusing on the noise from the source. This study's experimental results revealed that previously proposed generators create random numbers with rather low entropy, which might result in security breaches. Therefore, the objective of this study was to propose a TRNG that increases randomness by maximizing noise and data, rather than by using data alone as a random number as in previous generators. For this, frequency modulation (FM) radio signals have been used as sources. FM radio signals function is well because even if a signal is collected at the same time and same location, collected signals are different due to interference. In other words, it is possible to obtain truly random values from radio signals that are completely unpredictable, even in the same environment. In particular, it would be very beneficial to use FM radio signals for mobile and embedded devices, as these are usually located at various points at which FM radio signals would have unpredictable noises.
The idea is to get noisy FM signals from the antenna and to accumulate more noises when recording the sound. By tweaking parameters such as audio file formats, mixed channels, and channel change durations, a TRNG that was up to 431% better than previously proposed TRNGs was acquired. Considering that servers use various hardware modules such as lasers, the visible spectrum, super-luminescent LEDs, monitors, disks, MICs, TVs, and chaos systems for random number generation, the proposed system with a simple FM receiver module is meaningful because IoT devices can construct very good TRNGs at a relatively low cost.
The advantages of the proposed true random number generator using FM radio signals are as follows. First, there are various channels for wireless communication, such as mobile communication, DMB, and so on; nevertheless, FM broadcasting is still used worldwide, and becomes more important in disaster situations. It is expected that FM radio signals are continuously broadcasting, so using it as a TRNG is likely to be useful in the future, too. Second, FM bands receive different signals according to their geographic locations, and different signals are collected due to ambient noises even at the same location and time. This characteristic is a good source for generating true random numbers, because it is heavily affected by reception and ambient noise. This paper is structured as follows. Section 2 introduces the related works and Section 3 introduces the proposed system. Section 4 present experimental results, and Section 5 is the conclusion of the study
Related Works and Adversary Model

A. Related Works
Hennebert et al. proposed a random number generator based on wireless statistics with erroneous packets, a received signal strength indicator (RSSI), and a link quality indicator (LQI) as sources [7] . In this generator, signal strength and channel quality were reflected. The advantage of this approach was that no additional hardware is necessary. According the experimental results, the LQI and erroneous packets were the most effective sources. The LQI generated random numbers with the highest entropy, and the estimated entropy was 0.47 when a sample size was 8 bits.
In another study, the same group of authors proposed a new random number generator based on physical sensors [8] . They used physical sensors, an X accelerometer, a Y accelerometer, a Z accelerometer, vibrations, and magnetism, as the sources for random numbers. The accelerometer, magnetometer, vibration sensor, and internal clock could generate high-quality random numbers. The accelerometer had a sample size of 9 bits and the entropies estimated for X, Y, and X were 0.22, 0.42, and 0.36, respectively. Moreover, random numbers collected from the vibration and magnetic sensors had sample sizes of 16 bits and estimated entropies of 0.17 and 0.62, respectively. However, sensors measuring aspects such as temperature and air pressure could not generate random numbers effectively.
Yoo et al. proposed a random number generator based on race conditions in parallel computations on GPU [9] . For improved security, they generated random numbers by calling a high-speed random number generating library functions such as cuRAND. They successfully verified that the GPU could be used as a hardware random number generator with a physical source. Entropies of random numbers with a sample size of 4 bits generated from GTX 690 and GTX 780 were measured as 0.50 and 0.60, respectively. TRNG can be applied to various applications that use cryptographic algorithms, and is particularly effective for user authentication protocol, which is one of the important applications for security. Ding et al. proposed an efficient multi-factor user authentication protocol using WSNs (Wireless Sensor Network) [26] . User authentication protocol must securely transfer the information related to user authentication, and uses cryptographic algorithms and a secret key to ensure security. However, if the secret key is exposed or guessed, the security of the authentication protocol is not guaranteed. For this reason, a true random number can be used to enhance the security of the protocol. More specifically, it can be used as a one-time password to replace a password, long-term secret key, seed value for all types of keys, or shared secret key.
Various methods for generating random numbers have been researched, including PRNG and TRNG. PRNGs generate a random number with a long length using seed values with short lengths. These generators include a linear feedback shift register (LFSR), a linear congruential generator (LCG), and multiplication. TRNGs generate a random number using randomness based on physical aspects. For this reason, measurement of randomness is required, because randomness changes with change in the generator environment. The random number generated is classified into a software method and a hardware method based on the generation methods. The software method generates random numbers based on the information of the terminal, and the information includes external and auxiliary devices and system information. However, there is a drawback here, in that the random numbers generated in environments of the same terminals are all the same. The hardware method generates random numbers based on physical aspects using sources such as electrical and electronic circuits, chaotic signals, and systems in the natural world. This method mainly uses noises that are difficult to predict in order to get the seed value of the random number. The disadvantages are that an extra device is required, and the device is difficult to implement and attach to the system.
B. Adversary Model
All the related works described in our research shared a similar adversary model. Even though some researchers such as Ding Wang et al. have elaborated on adversarial models [27] , we used a simple adversary model and focused on designing a TRNG. The main capabilities and limitations of an adversary (A) are described as follows. First, an A is able to collect all communications between sensor nodes. Second, an A can receive all FM radio signals at the same location as a target. Third, an A may obtain the previously generated random numbers. Fourth, an A may acquire all implementation details of the TRNG. Fifth, an A cannot stage a physical attack on the devices. With these capabilities and limitations, we assume that the A simply tries to predict the next random numbers that will be used for creating keys in the devices.
Proposed TRNG Model and Adversary Model
To collect as many noises as possible, an FM radio signal was first received, then the signal was output directly through a speaker. The sound from the speaker was recorded and the recorded file was used as a source for the TRNG, as shown in Figure 1 . An FM radio receiver with a speaker jack and an antenna jack was used. When the receiver was tuned to a channel, the FM signal sound could be heard from the speaker connected to the module. A Raspberry Pi board was used to control the FM radio receiver. The noise was mingled in all the transmission processes collected from various modules such as the FM radio transmitter, antenna, speaker, and microphone. The collected noisy analog FM radio signals, as shown in Figure 2 , were transformed into an audio file. The multiple number of different FM signals reaching a single location enhances the randomness of TRNG sources. Radio channel signals differ with respect to countries and locations, but should not be assumed that one FM receiver can catch several channels at one position. With the existence of multiple channels, two additional methods can be structured that change channels, thus proposing three methods: file format, channel, and delay.
File format: When recording a sound, an iPhone stores it in the M4A file format. Since the format compresses the original sound, the WAV file format is considered as having uncompressed sound information. In this study, random numbers generated by file formats such as WAV and M4A were compared.
Channel: It is quite a straightforward assumption that more noises are available among multiple channels than are present in a single channel. To verify this, random numbers generated from multiple channels and a single channel were compared.
Delay: As an additional parameter of using multiple channels, this study used delays when the channel was changed. To see how much randomness was obtained, random numbers generated from different delays were compared.
Experiment Results
Randomness Measurement Method
To measure the randomness of the random numbers, an entropy estimation tool provided by NIST (National Institute of Standards and Technology) was used. Recently released 800-90b estimates randomness using various estimation methods according to entropic properties [2] . Estimation methods are classified into independent identically distributed (IID) and non-independent identically distributed (non-IID). Since radio signals are produced continuously, non-IID was used for estimating randomness. The multiple number of different FM signals reaching a single location enhances the randomness of TRNG sources. Radio channel signals differ with respect to countries and locations, but should not be assumed that one FM receiver can catch several channels at one position. With the existence of multiple channels, two additional methods can be structured that change channels, thus proposing three methods: file format, channel, and delay.
Randomness Estimation According to File Format
Experiment Results
Randomness Measurement Method
To measure the randomness of the random numbers, an entropy estimation tool provided by NIST (National Institute of Standards and Technology) was used. Recently released 800-90b estimates randomness using various estimation methods according to entropic properties [2] . Estimation methods are classified into independent identically distributed (IID) and non-independent identically distributed (non-IID). Since radio signals are produced continuously, non-IID was used for estimating randomness.
Randomness Estimation According to File Format
First, randomness was compared between M4A (compressed data) and WAV (uncompressed raw data) formats. To measure randomness, radio signals were captured five times and 10 files were made using the two formats. The randomness estimation results are shown in Figure 3 and Table 1 , in which they are described as "min-entropy". Except for the "Most Common Value" estimation, the M4A files format showed better entropy than the WAV format. This result was rather different from what was expected, because it was presumed that the compressing process would eliminate noises to some extent. However, the compressed works were favorable in terms of entropy estimation, as they increased the randomness of the original signal. 
Randomness Estimation According to Channel
To verify the assumption that more randomness may be obtained by using multiple channels, a signal-collecting method was devised. The audio file generation process was exactly the same, except that the channels were changed at every five seconds. Effects by change duration will be analyzed in the following section. In the experiment, four channels were used: 91.3, 101.1, 102.3, and 107.7 MHz, which are all quite strong in Asan, South Korea. Figure 4 shows the results of the randomness estimation for a single channel and multiple channels. For each audio format, five tests were carried out, and the average of the results was used. Even though the M4A file format still had higher entropy than the WAV file format, the entropy of the WAV format increased more than it did for the M4A format. This means that the use of multiple channels enhances randomness better than using single channels. 
Randomness Estimation According to Delay
As final tweaks, randomness was compared based on how multiple channels were changed. In the previous section, we witnessed how the use of multiple channel can improve the entropy of random numbers. With a focus on the delay before changing to a different channel, five channelchanging delays were tested: 1, 2, 5, and 10 s, as well as no delay. No delay means that the four 
As final tweaks, randomness was compared based on how multiple channels were changed. In the previous section, we witnessed how the use of multiple channel can improve the entropy of random numbers. With a focus on the delay before changing to a different channel, five channel-changing delays were tested: 1, 2, 5, and 10 s, as well as no delay. No delay means that the four channels were programmed to alternate as quickly as possible, mixing channels at the fasted speed. In each scenario with a specific duration, channel changes occurred after the specified duration. The estimated results are shown in Figures 5-9 .
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In each scenario with a specific duration, channel changes occurred after the specified duration. The estimated results are shown in Figures 5-9 . According to the experimental results, the M4A file format always had higher entropy than the WAV file format. The channel mixing benefits could not overcome the file format difference in terms of quality of entropy. To demonstrate how delay affected the entropy, the two file formats are depicted separately in Figures 10 and 11 . The M4A file format had no significant change in entropy, even when the delay was changed. However, the WAV file type had varying entropies of 0.681814, 0.669576, 0.635659, 0.652703, and 0.62834 for no delay and 1, 2, 5, and 10 s delay, respectively. The entropy at all lengths of delay was lower than the entropy with no delay. Results of the radio signals collected under all conditions are shown in Figure 12 . According to the experimental results, the M4A file format always had higher entropy than the WAV file format. The channel mixing benefits could not overcome the file format difference in terms of quality of entropy. To demonstrate how delay affected the entropy, the two file formats are depicted separately in Figures 10 and 11 . The M4A file format had no significant change in entropy, even when the delay was changed. However, the WAV file type had varying entropies of 0.681814, 0.669576, 0.635659, 0.652703, and 0.62834 for no delay and 1, 2, 5, and 10 s delay, respectively. The entropy at all lengths of delay was lower than the entropy with no delay. Results of the radio signals collected under all conditions are shown in Figure 12 . As a result, the entropy for the radio signal using multiple channels with a 10-s delay in the M4A file format had the highest value at 0.733125. On the other hand, the entropy with no delay using multiple channels had the lowest value at 0.668624. For the WAV file, the entropy for the radio signal using multiple channels with no delay was the highest at 0.681814, while for the single channel it was the lowest at 0.548512. Specifically, when collecting radio signals while changing from a single channel to multiple channels, the entropy increased by more than 124%. This means that more random numbers could be collected. Entropies of the M4A and WAV file formats generated from radio signals collected under all conditions are shown in Tables 2 and 3, respectively. As a result, the entropy for the radio signal using multiple channels with a 10-s delay in the M4A file format had the highest value at 0.733125. On the other hand, the entropy with no delay using multiple channels had the lowest value at 0.668624. For the WAV file, the entropy for the radio signal using multiple channels with no delay was the highest at 0.681814, while for the single channel it was the lowest at 0.548512. Specifically, when collecting radio signals while changing from a single channel to multiple channels, the entropy increased by more than 124%. This means that more random numbers could be collected. Entropies of the M4A and WAV file formats generated from radio signals collected under all conditions are shown in Tables 2 and 3, respectively. The best entropy and min-entropy estimated in this study were 1 and 0.768927, respectively. Those of random number generators in previous studies ranged from 0.17 to 0.62, which were lower than this study's random number generator. Therefore, the proposed generator increased the entropy by at least 118%, and up to 431% compared with previous generators. Comparison results are shown in Table 4 .
Radio signals can be used as a good source of noise for random number generators. In addition, rather than simply using the original signal captured from the antenna, the entropy can be increased by mixing three methods: file format, multiple channels, and delay. M4A showed a better entropy than WAV. Since the compression rate of M4A is higher than WAV, other formats with better compression rates could be used as input file formats. Also, multiple instead of single channels are preferable for better entropy. In regards to delay, the shorter the delay, the better entropy. In summary, it was determined that an IoT device can achieve increased entropy when generating random numbers using an audio format with a high compression rate and multiple channels that can be mixed with a short delay. Please note that we assumed some capabilities of IoT devices. Since an FM modulator is very small and cheap, the use of multiple channels with a short delay is not hard to achieve at all. However, some IoT devices cannot transform the captured signal into audio file formats due to performance and storage limitation. Our study is still meaningful, because even in this scenario IoT devices can choose to mix channels with no delay to increase entropy.
As we continue to depend on mobile and embedded devices for success, secure communication of those devices will be increasingly critical. For this purpose, we suggest that device developers install an FM modulator in each device. With this addition, there can be many applications that utilize the modulator.
Conclusions
This study proposed a true random number generator using radio signals as a source. Radio signals output from a connected speaker were recorded through an iPhone's microphone to collect as much noise as possible. The noises were then mingled with radio signals transmitted from the FM radio transmitter, antenna, speaker, and microphone. Comparisons were made based on M4A and WAV file formats using single or multiple channels with various delays. For reliability, one million data were collected to measure randomness using an entropy estimation tool provided by NIST.
Based on the experiments, the M4A file format had higher entropy than the WAV file format. This was because the data compressed to form the M4A enhanced randomness. Moreover, collecting radio signals from multiple channels increased the randomness versus a single channel. Concerning delay, the M4A file format showed no significant change in entropy when delay time was changed. However, when mixing changing channels quickly for the WAV file format, entropy was increased by more than 124%. Compared to previously proposed generators, this study's generator increased entropy by up to 431%.
The main contribution of this study was the devised method of utilizing FM radio signals for better TRNGs. Since mobile and embedded devices will be located in many different places, signal status cannot always be the same. Additionally, in similar situations, a far better scheme to enhance entropy was proposed in which multiple channels are mixed using a shorter delay. This will help small IoT devices protect their data. Currently, we are performing our study to apply this idea to small IoTs with limited resources.
